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PLAYER ADJUSTMENT SCORING SYSTEM

CROSS REFERENCE TO RELATED
APPLICATIONS

[0001] This application claims the benefit of U.S. Provi-
sional Application No. 62/701,848 filed on Jul. 23, 2018, the
disclosure of which is incorporated herein by reference.

TECHNICAL FIELD

[0002] The present disclosure generally relates to methods
and systems of playing sports related fantasy games, and in
particular, methods and systems of scoring in sports related
fantasy games, as well as the fantasy games and contests that
utilize methods and systems of scoring.

BACKGROUND

[0003] Fantasy sports contests are contests in which each
participant acts as a fantasy team owner by selecting one or
more real-life sports players to comprise their fantasy team.
[0004] Each owner’s fantasy team generally competes
against other participants’ fantasy teams based on actual
statistics generated by real-life players in real-life games
during a fantasy sport contest.

[0005] Game rules and a scoring system may typically be
established prior to the start of the contest and prior to the
selection of real-life players by the participants. A total point
scoring system awards a certain amount of fantasy points for
each statistic accumulated in various categories for the
fantasy contest. The statistics accumulated by the real-life
players during the contest are converted into fantasy points
according to the scoring system. The fantasy points for each
real-life player in a fantasy team’s lineup are added together
to determine the fantasy team’s total fantasy points. The
team with the highest total fantasy points is declared a
winner.

[0006] In conventional fantasy sports contests, every real-
life player’s accumulated statistics are weighted equally for
purposes of converting statistics into fantasy points. Statis-
tics are not adjusted. Fantasy points are not adjusted. Fan-
tasy points are calculated based solely on the player’s
accumulated statistics during the interval, irrespective of
said player’s fantasy value or likelihood of accumulating
statistics. Giving equal weight to all real-life players regard-
less of fantasy value results in significant disparities in
fantasy value amongst real-life players. Star players having
significantly more fantasy value than average players
because they are likely to accumulate significantly more
statistics and therefore score significantly more fantasy
points.

[0007] In fantasy sports contests involving a draft, which
may be referred to as draft contests, each participant in the
fantasy league may take a turn in selecting a real-life player
from a pool of real-life players in a certain order based on
pre-selected criteria such as a lottery. Draft contests typically
take place over several real-life games over the course of a
sports league season. Fantasy sports contests that take place
over several real-life games may be referred to as seasonal
fantasy sports contests, seasonal fantasy contests or seasonal
contests.

[0008] The scarcity of real-life players with high fantasy
value creates unfairness in draft contests because each
real-life player can only be owned by one participant in each
fantasy league. Real-life players who are projected to accu-

Aug. 5,2021

mulate more statistics during the contest and therefore score
more fantasy points are more valuable fantasy players, and
thus, tend to be drafted earlier. Thus, a participant with an
earlier draft position may have a perceptive advantage over
participants with later draft positions by being able to select
real-life players with higher fantasy value.

[0009] The limited number of high fantasy value players
also inherently limits the number of participants that can
participate in the draft contest. If a draft contest has too
many participants, the limited number of players with high
fantasy value results in an even more significant advantage
to owners assigned higher draft positions.

[0010] Some fantasy sport contests, which may be referred
to as non-draft contests, allow the same real-life player to be
selected by more than one participant in the contest. Thus,
the same real-life player can be part of multiple fantasy
teams within the same contest. A non-draft contest may
include one participant up to an unlimited number of parti-
pants. Participants may select their fantasy lineup from the
entire pool of real-life players. Real-life players are typically
assigned a salary cap number prior to the selection of
real-life players. Each participant’s lineup selections are
typically limited by a total salary cap and not disclosed to
other participants until the contest starts.

[0011] Non-draft contests typically take place over a
single real-life game for each real-life player, which takes
place during a certain day, for sports such as baseball and
basketball, or a set week of the regular season for games,
such as football. Contests that take place over a single game
for each real-life player may be referred to as daily fantasy
sports contests or daily contests. The daily contest ends after
each real-life player has finished playing the single game.

[0012] In existing fantasy sports scoring systems, the
number of fantasy points a player can accumulate is rela-
tively limited. There is a maximum amount of points that can
be scored in any given play. Limits on big scores and swings
make dramatic comebacks and swings relatively unlikely.
This makes existing fantasy contests less exciting, and
results in some participants who fall far behind in the contest
losing interest before the contest is over.

[0013] Under the conventional approach, there is a limited
number of fantasy viable real-life players, and fantasy player
rankings and player’s fantasy projections are widely publi-
cized. Because of this, there is little skill or knowledge
required to choose the optimal players or lineup for a fantasy
team.

BRIEF DESCRIPTION OF THE DRAWINGS

[0014] Embodiments of the disclosure are illustrated by
way of example and not limited to the figures of the
accompanying drawings in which like references indicate
similar elements.

[0015] FIG. 1 is a block diagram illustrating a fantasy
sport contest system according to one embodiment.

[0016] FIG. 2 is a flow diagram of a method for conduct-
ing a fantasy sports contest according to one embodiment.

[0017] FIG. 3 is a diagram demonstrating a player adjust-
ment value (PAV) as a multiplier that is applied to a baseline
fantasy value to make each real-life player within one or
more sports substantially equal according to one embodi-
ment.



